The attempts of the present research were 1) to investigate the students' problems in terms of lexical and syntactic usage in Language camp prior to the implementation of the activities based on multiple intelligence approach 2) to develop the students in terms of lexical and syntactic used in Language camp and 3) to compare the students' learning achievement in terms of lexical and syntactic used in Language camp before and after implementing the activities based on multiple intelligence approach. The research sample, obtained by a purposive sampling technique, comprised 52 third-year students enrolled in Language Camp for English Skill Development course in the 2 nd semester, Academic Year 2017. The research tools used in the study comprised of pre-and post-test, activities based on Multiple Intelligence approach, and standardized interview. The obtained quantitative data were computed by means, standard deviation, percentage, and independent sample t-test whereas the content analysis was done to elicit the qualitative data. The findings indicated that the students' problems of lexical and syntactic usage were categorized into two main issues: the confusion of using vocabularies and sentences and incorrect sentence orders. The results from the comparison before and after implementing the activities based on multiple intelligence approach revealed statistically significant differences at the .01 level. The students' achievements were considerably improved after learning through the activities based on multiple intelligence approach and could employ each lexical and syntactic category with more confidence when retaking the exam.
INTRODUCTION
Thailand nowadays is in the era of English learning management development. Students should have opportunities to learn English in schools. According to Bureau of Academic Affairs and Educational Standards office of the Basic Education Commission, Ministry of Education ( 2008) , the policies of Thai Ministry of Education point out the fact that students from Grades 1 to 12 must study English, which has a very important role for communicating with other people around the world and receiving information from worldwide. Most Thais believe that lexicon is the most important thing to learn English, and syntax is also essential when using in all skills. Salungsuk, Toonthong and Sriraksa ( 2013) mentioned that the key factor of learning and teaching English is vocabulary that is used in an academic field. If learners know very few words or do not understand them at all, they cannot understand reading materials, and that may affect learning other skills. Moreover, Rezeq (2014) said that vocabulary helps students develop the main English skills which are listening skill, speaking skill, writing skill and reading skill. Larsen-Freeman ( 1986) suggested that vocabulary teaching has its importance since it is an essential part of learning a new language. Different methods treated vocabulary teaching differently.
A teaching method that has been studied by many researchers and perceived as one of the best strategies to develop students' lexical and syntactic usage is an activity. Gardner (1993) suggested that the theory of Multiple Intelligences provides a new approach to teaching and learning process. There are eight types of multiple intelligences: Linguistic intelligence, Intelligence logical -Sports, Visual Intelligence, Intelligent physical -motor, Musical Intelligence, Interpersonal Intelligence (social), Personal Intelligence and Natural intelligence. Interpersonal Intelligence is one of the intelligences that has been utilized in language teaching. Hussen (2010) explained that the activities based on social intelligence included role-playing games and collaborative learning-group games. Many researches state that most students improved their lexical and syntactic usage through Gardner's theory. According to Roekmuang (2009) , her research was to develop English Vocabulary Learning of Grade four students, and it was found that the students' retention in learning English vocabulary were higher than 70 percent. Moreover, most students were fond of learning English vocabulary through games. Sripramong (2004) said that the purpose of this experiment was to study the effect of using vocabulary games on the retention in learning vocabulary of Prathomsuksa five students in the second semester of 2003 at Assumption College Rayong. The findings revealed that the students' retention in learning English vocabulary was at a high level, and the grade 5 students were satisfied with the vocabulary activities. In addition, In Akçin's study (2009), the purpose of the study was to find out the effects of Multiple Intelligence Theory in teaching English vocabulary. Traditional vocabulary teaching techniques and vocabulary teaching techniques based on Multiple Intelligence Theory were compared in the study. Both of the two groups were required to take pre-tests at the beginning of the study. In addition, Multiple Intelligence Inventory was applied to the experimental group to identify their dominant intelligences and prepare classroom activities accordingly. The results of the study suggested that Multiple Intelligence Theory based on activities had a significant effect on achievement and retention of students' English vocabulary. According to the aforementioned studies, it can be noticed that activities can develop most students' lexical and syntactic knowledge. Kunakorn (1998) noted that playing games are suitable learning tools for promoting students' vocabulary learning development; in addition, they had a good attitude toward English, and they could recognize English vocabulary accurately and extensively. Wright (2005) agreed that games are used to assist young learners during their language learning. They make classes entertaining and sustain effort and interest. There are many kinds of activities based on multiple intelligence approach. However, activities or games the teacher choose are supposed to be suitable for students. Bakhsh (2016, p.125) stated, "though games are very popular among young learners, they should not be overused. They should be chosen appropriately to students' level, interest, and context. Furthermore, it must be concerned with the presented topic and vocabularies. Any game can be effective when it is used suitably to the topic and is controlled by wise and skilled teacher."
As a lecturer at Thepsatri Rajabhat University who taught Language Camp for English Skill Development course, the researcher noticed the problem that a large number of students could not use lexical and syntactic knowledge properly in this course. They needed to improve their lexical and syntactic usage in order to become more successful when using vocabulary and structures. This research aimed to develop their lexical and syntactic usage through games, based on social intelligence activities, which was one of the eight intelligence skills. The purposes of this research were 1) to study the students' problems in terms of lexical and syntactic usage in Language camp prior to the implementation of the activities based on multiple intelligence approach 2) to develop the students in terms of lexical and syntactic used in Language camp and 3) to compare the students' learning achievement in terms of lexical and syntactic used in Language camp before and after implementing the activities based on multiple intelligence approach.
METHODS
The present study was done by an experimental method. The samples used were undergraduate students who were aimed to develop their lexical and syntactic usage after the implementation of gamification activities. In the early stages of the study, the students' problem related to lexical and syntactic usage were elicited by using pretest and standardized interview respectively. After that, the results were computed and analyzed in order to use as framework to develop the gamification activities based on multiple intelligence approach, and lesson plans. The samples used comprised of 52 third-year students majoring in English Education, who enrolled in of Language Camp for English Skill Development Course, the 2 nd semester, 2017 Academic Year, the Faculty of Humanities and Social Sciences of Thepsatri Rajabhat University. The research instruments were as the followings: 1) A pre-and post-test comprised 40 writing items with regard to 7 subcategories of language of camp, including general instructions and request, organizing which are grouping the campers, classroom arrangement, things required for the activity, organizing the games, praising, reprimanding and evaluating, greeting and farewells, interpersonal exchanges, and miscellany. Before the developed tests were given to the samples, the tests were distributed to the three language experts who were English native speakers, piloted with 10 fourth-year students majoring in English Education with a reliability of 0.76. 2) Activities based on multiple intelligence approach consisted of 7 subcategories of language of camp, including general instructions and request, organizing which are grouping the campers, classroom arrangement, things required for the activity, organizing the games, praising, reprimanding and evaluating, greeting and farewells, interpersonal exchanges, and miscellany. Language of camp was comprised of a lesson plan for instructor, contents, and activities, so the students could practice more with both contents in Language Camp for English Skill Development textbook and activities that prepared by instructor and 4 th year English Education students in the English Education Department, the Faculty of Humanities and Social Sciences, Thepsatri Rajabhat University. The multiple intelligence gamification activities were designed based on the basis of the obtained results from pretest and standardized interview. The contents of the activities were tested and proofed by the three English native speakers for its feasibilities e.g. appropriateness and accuracy. After that, the contents were revised and improved based on the obtained advices from the experts to gain more its validity and reliability before distributing to the experimental samples. The activities that the researcher used were as follows:
1. Word Hunt Game 2. Build a sentence Game 3. Matching sentences and meaning Game 4. Command game 3) Standardized interview was done with the top-ten students who received the highest scores and ten students who received the lowest scores after the implementation of the activities. The quantitative data were analyzed by means, standard deviation, percentage, and T-test whereas the content analysis was conducted to analyze the qualitative data obtained from the interview.
1) Percentages were used to find out how well the students did in their pre-and post-test. The test score results were divided in to 4 levels and graded in the following criteria: 90% or above referred to as 'excellent', 70-89% as 'good', 50-69% as 'fair', and below 50% as 'need improvement'.
2) Paired sample dependent t-test was employed to analyze the students' lexical and syntactic usage before and after the implementation of the activities.
The independent variable of this research was the learning lexical and syntactic usage through activities and the dependent variable was the learning achievement of the students' lexical and syntactic usage. The experiment took four weeks altogether; the first week was testing and interviewing the students to study their problems of using lexical and syntactic knowledge. From weeks two to three, the students were studying by using the activities to learn the Language of camp of 7 subcategories including general instructions and request, organizing which are grouping the campers, classroom arrangement, things required for the activity, organizing the games, praising, reprimanding and evaluating, greeting and farewells, interpersonal exchanges, and miscellany. Then, the post-test was taken by the students in week four. 
RESULTS

Students' Problems In Lexical And Syntactic Usage
From the research study, it was found that, in terms of their pre-test scores, seventeen students (32.69%) failed, their pre-test scores were lower than 50%, nineteen students (36.54%) had fair scores, they obtained the score with 50-69%, eleven students (21.15%) had good scores with 70-89%, and only five students were in excellent level with 90% and higher. It seemed surprising that only sixteen 3 rd year English Education major students' scores were in good and excellent level, so that meant many of them had problems in lexical and syntactic usage. As a result of the pre-test, interview was conducted in order to detect the problem of lexical and syntactic usage of English. According to the results of the students' interview prior to studying through activities, it revealed that the two problematic aspects that influenced students' reading ability somewhat low were as follows: it was concluded that the two major problem issues that made students' reading ability somewhat low were as follows:
1) Most of the students were inadequate with necessary English lexicon when using in the Language Camp, also they got confused when they had to form English structures. Besides, some of them made lexical and syntactic mistakes.
2) From the students' reflection, they said that using broken English to communicate with other people is possible as long as the interlocutors understand intended messages. Moreover, they thought that sometimes using English structures correctly was so difficult.
After obtaining the results from the students' interview, the researchers tried to find out a way to teach more attractively and easily by using activities so that the students could use the games to review the lessons by themselves after classes.
A Comparison of the Students' Learning Achievement in Terms of Lexical and Syntactic Usage
In order to answer the research question three, the students'' leaning achievement before and after the implementation of English lexical and syntactic usage activities was shown in the were significantly higher than the pre-test (10.87). Also, there was statistically improved between pre-test and post-test at the .01 level. According to the results, it was indicated that the implementation of gamification activities based on multiple intelligence approach can improve the students' achievement in terms of lexical and syntactic usage. Figure 2 Results of leaning achievement before and after studying English lexicon and syntax through activities Figure 2 showed the results of the pre-test and post-test scores on the students' leaning achievement before and after playing games and doing the activities. According to the results, it was found that the average rate of the learning achievement of the students after learning through games and activities was higher than the prior scores before studying through games and activities. All the students passed the test after studying through games and activities. Moreover, most students' scores were significantly higher after learning through games and activities. In terms of their English lexical and syntactic usage scores, at first in the pre-test scores, there were only five students (9.62%) in an excellent level, but after learning through games and activities twenty-three students (44.23%) got excellent post-test scores, eleven students (21.15%) had good scores in pre-test. However, twenty-one students (40.39%) got good scores in post-test, nineteen students (36.54%) with fair scores but after they learning through games and activities, there were only eight students (15.38%) at a fair level. There were seventeen students (32.69%) who failed the pre-test exam; however, gladly, there were no students who failed in post-test exam after learning through games and activities.
After the students' post-test scores came out, 10 students who got the highest posttest scores were selected for the interview regarding the lexical and syntactic usage through games and activities taught in class. All of them understood how to use lexical and syntactic knowledge better, they were comfortable and more confident to use syntactic. In addition, they thought it was easier to use the vocabularies and arrange the sentences in their mind. They also said that they could keep the lexicon in their brain longer. Furthermore, all of them agreed that learning vocabulary and structures through activities is a great way to improve not only lexical and syntactic usage but also their all English skills.
DISCUSSIONS
From the results of students' leaning achievement before and after studying English lexicon and syntax through activities in relation to studying the Language of camp of seven subcategories including general instructions and request, organizing which are grouping the campers, classroom arrangement, things required for the activity, organizing the games, praising, reprimanding and evaluating, greeting and farewells, interpersonal exchanges, and miscellany of the third year students majoring in English Education, the Faculty of Humanities and Social Sciences, Thepsatri Rajabhat University, the students' post-test scores were significantly higher than the pre-test scores at the .01 level. It can be seen that the research results were related to the study of Roekmuang (2009) . She said that her research was the objective of this master project which was to develop English vocabulary learning of fourth grade students, and it found that the students' retention in learning English vocabulary game were higher than 70 percent. Moreover, most student fond of learning lexical though games. Moreover, Sripramong (2004) said that the purpose of this experiment was to study the effect of using vocabulary games on the retention in learning vocabulary of Prathomsuksa five students in the second semester of the 2003 at Assumption College Rayong. The findings revealed that: the students' retention in learning English vocabulary games was at high level and the students of Prathomsuksa 5 were satisfied with the vocabulary activities.
Nonetheless, both of the researches did not emphasize syntactic usage, which were considered as essential to students' factor to use in Language of Camp. It can be said that this present study could be used as guidance for those who are interested in creating activities focusing on syntactic usage for their students.
Based on the activities used in this research, it is reasonable to say that Multiple Intelligence theory brings higher motivation both instructor and students. In addition, Multiple Intelligence theory proved to be more helpful instructor in teaching with variety activities, materials, and methods which needed in the daily lessons plan and students in achievement of learning vocabulary and syntactic usage. 
CONCLUSION
Overall, the results of this study indicated that the third year students majoring in English Education improved their English lexical and syntactic usage after learning through activities based on Multiple Intelligence theory. The results of pre-and post-test showed that their lexical and syntactic usage were significantly different. Moreover, there were no students failed after studying through activities based on Multiple Intelligence theory. Prior to the implementation, seventeen students did not pass however only five students were in excellent level in the pretest, but after they learned through activities based on Multiple Intelligence theory, 100% of the students passed the exams. Moreover, twenty-three students (44.23%) got excellent post-test scores. After the experiment, it was found that there were many factors that were possible for this case. The students impressed learning through activities. At first they thought learning lexical and syntactic usage in Language of Camp were very difficult to understand. However after the researcher changed the way of teaching from only reading and doing exercises to activities based on multiple intelligence. They have been fully willing to participate in activities. These factors may have affected their ability and willingness to do the test; in consequence, the results will affect the outcome of the test.
From the research above, it is quite clear that the multiple intelligences and educational applications impact effectively on the learners. This research is based on teaching students by applying lessons with activities, so the suggestions on developing the third year English Education major students' lexical and syntactic usage were that the instructors should organize the learning management with multiple activities. The way of teaching should be interesting and easy to understand because it motivates several students' participation. Besides, before creating variety of activities, techniques or strategies based on Multiple Intelligence theory in any other English skills, the instructors should examine and interview the learners first so that the instructors will have a lot of information and know how much learning ability the students have and then the instructors can adjust the activities to be more suitable and enjoyable with the learners' ability. Furthermore, using different activities of multiple intelligence depend on the nature of learners' intelligence. That means the students will really improve themselves and get ready to apply their knowledge especially in lexical and syntactic usage into their education and daily lives in a suitable activities based on the multiple intelligence theory. More areas with regard to lexical and syntactic usage not only in Language of Camp but also in other topics such as English for Business Correspondences, English in Classrooms, Contemporary English in Various Situations, etc. should be studied. Moreover, it would be useful and helpful for students in other English skills such as listening, speaking, reading and writing, etc.
